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ABSTRACT 
 
Fiqki Seto Ramadhany, 2013. MAKING GAME “JUNK FROOD” USING 
HTML5. Informatics Technology Diploma Program. Faculty of Mathematics and 
Natural Sciences. Universitas Sebelas Maret Surakarta. 
 The progression in the world of gaming has reached progress quite rapidly. 
As increasing development of Internet, therefore more other types of games that 
were produced by the application developer with many variations. With the 
availability of new web technologies HTML5, a web can be more dynamic than the 
previous web technology, and there are many platform have supported the HTML5. 
This Junk Frood game development has taking junk food themed because as we all 
know junk food is very harmful for health as it has a lot of saturated fat and to fight 
them using fruits that has many benefits for the body. 
 The data collection method that has been done through the observation, 
recording, and searching for information about HTML5 browser game pitching 
strategy. At this stage of game development has been conducted several stages such 
as design flow of the game, character design, until the test phase in which the testing 
of the system has been created based on the objective of making games 
This strategy game Junk Frood is using HTML5 and JavaScript programming 
languages that consist of 10 levels. This game is made for the purpose as a game 
that can convey messages against the dangers of junk food with fruits that has many 
benefits for health. 
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ABSTRAK 
 
Fiqki Seto Ramadhany, 2013. PEMBUATAN GAME “JUNK FROOD” 
MENGGUNAKAN HTML5. Program Diploma III Teknik Informatika. Fakultas 
Matematika dan Ilmu Pengetahuan Alam. Universitas Sebelas Maret Surakarta. 
 Perkembangan dunia game mengalami kemajuan yang cukup pesat. Semakin 
berkembangnya internet, maka semakin banyak pula jenis aplikasi game yang 
diproduksi oleh developer dengan beragam variasi. Dengan adanya teknologi web 
yang baru yaitu HTML5, suatu web dapat bersifat lebih dinamis dari teknologi web 
sebelumnya, dan banyak platform yang telah mendukung HTML5. Pembuatan 
game Junk Frood ini mengambil tema makanan cepat saji karena seperti yang kita 
tahu junk food sangat berbahaya bagi kesehatan karena memiliki banyak kadar 
lemak jenuh dan untuk melawannya menggunakan buah-buahan yang memiliki 
banyak manfaat bagi tubuh. 
 Metode pengumpulan data yang dilakukan melalui pengamatan, pencatatan, 
dan pencarian informasi tentang game browser HTML5 berjenis strategi. Pada 
tahap pembuatan game dilakukan beberapa tahap seperti perancangan desain 
permainan, desain karakter, hingga tahap uji coba di mana pengujian sistem telah 
dibuat berdasarkan tujuan pembuatan game. 
 Permainan strategi Junk Frood ini menggunakan bahasa pemrograman 
HTML5 dan JavaScript yang terdiri dari 10 level. Permainan ini bertujuan sebagai 
permainan yang dapat menyampaikan pesan melawan bahaya dari junk food dengan 
buah-buahan yang memiliki banyak manfaat bagi kesehatan. 
 
Kata kunci : HTML5, Junk Food, Game Strategi 
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HALAMAN  MOTTO 
 
 
 
 
 
“Imagination is more important than knowledge.” 
Albert Einstein 
 
“Sometimes life hits you in the head with a brick. Don't lose faith.” 
Steve Jobs 
 
“Learning never exhausts the mind.” 
Leonardo da Vinci 
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